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Interactive narration based on new media has become important research topic for post-
narratology. It features non-linearity and can be classified as person-to-person, person-to-machine, 
and machine-to-machine. In order to fulfil the potential of interactive narration, we have to deal with 
the contradiction between narration and interaction properly, and lucubrate the motive of interactors 
and the narrative effects on them. 
 
















































多罗夫（Tzvetan Todorov）发明的（1969）， (Todorov, Tzvetan. Grammaire du Décaméron. The 
Hague: Mouton, 1969:69)
 由拉丁文词根 narrato（叙述）和希腊文词尾 logie（科学）组合而成。
它的英语对应词为 narratology。托罗多夫将叙事学定义为关于叙事结构的理论，采用先将叙事
现象分解成若干组件、再确定其功能和相互关系的研究方法。换言之，经典叙事学重视文本叙




















(Grodal, Torben.Stories for Eye, Ear, and Muscles: Video Games, Media, and Embodied Experiences. 











个故事”？以上三个问题不是彼此独立的，第一个问题最为关键(Szilas, Nicolas. Authoring 
Highly Generative Interactive Drama.In Virtual Storytelling: Using Virtual Reality Technologies for 
Storytelling. Second International Conference, ICVS 2003, Proceedings. Edited by Olivier Balet, Gé
rard Subsol, and Patrice Torguet. Berlin: Springer, 2003:37-46)。上述问题对于交互性叙事是有普
遍意义的。为了准确把握各种不同作品的特点，瑞安主张对以下四种情况加以区分（2005）：
一是外围交互性，二是影响叙事话语和故事陈述的交互性，三是在部分前定的故事中创造变化
的交互性，四是实时故事生成交互性(Marie-Laure,Ryan.Peeling the Onion: Layers of Interactivity 
in Digital Narrative Texts.Based on a talk presented at the Conference "Interactivity of Digital Texts," 











Brenda. Computers as Theatre. Reading, Mass.: Addison-Wesley Publishing Company, 1991:146)。 
不过，正如葡萄牙索布拉尔（Daniel Sobral）等人所指出的，交互性叙事中的人物经常与自动
代理的存在相联系（这些代理可以用相当自由的方式行动），问题是无法传达有目的的意义  
(Sobral.Daniel, et al. Managing Authoring in Plot Conduction. In Virtual Storytelling: Using Virtual 
Reality Technologies for Storytelling. Second International Conference, ICVS 2003, Proceedings. 
























示最终由观者创造：没有输入，一个作品可能完全由黑屏组成。” (Paul, Christiane.Digital Art. 
































线肥皂剧的作者(Ryan, Marie-Laure. Narrative as Virtual Reality: Immersion and Interactivity in 







的参与提供方便的条件。这两个要素之间是有矛盾的。早在 20 世纪 80 年代，劳雷尔就意识到
交互性叙事的上述矛盾，并呼吁将事先设计好的情节与交互性有机结合起来，但人们对此还缺
乏应有的注意。默里因此认为：或许这种系统的故事的开发有赖于文艺家与计算机科学家之间

















发现新的、与作家创作方式更为相近的抽象模式(Murray, Janet Horowitz.Hamlet on the Holodeck. 



















Daniel, et al. Managing Authoring in Plot Conduction. In Virtual Storytelling: Using Virtual Reality 
Technologies for Storytelling. Second International Conference, ICVS 2003, Proceedings. Edited by 
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力，我们越是觉得自己出现在虚拟世界中，并追求在那儿表演更大范围的行动。MUDs 与实况
角色扮演游戏（Live Action Role Playing，LARP）的玩家取之与挥之人格之易，令人联想到在
扮演中经受训练的观众正在成长起来。我们正在变成世界剧目公司的一部分，可以在更为复杂
的参与性故事中承担更为复杂的角色。我们正在一点点地发现将建构虚拟戏剧的第四堵墙的参
与常规，以及将加深与保存沉浸感的魔力的表现性身势(Murray, Janet Horowitz. Hamlet on the 











德赛》，麦永雄译，广西师范大学出版社 2007 年版，第 99 页)。三是交互性叙事符合当今用户
的心理要求。正因为如此，美国宾夕法尼亚大学西尔弗曼（Barry G. Silverman）等人相信：通
过以一种连贯的、可访问的格式向教育家团队提供娱乐体裁的技术进步，开发交互式戏剧生成
器，我们相信教育游戏的充分潜能可以实现(Silverman, Barry G. Authoring Edutainment Stories 
for Online Players (AESOP): Introducing Gameplay into Interactive Dramas. In Virtual Storytelling: 
Using Virtual Reality Technologies for Storytelling. Second International Conference, ICVS 2003, 





以持久。《项狄传》好景不长。” (Douglas, J. Yellowlees. The End of Books——Or Books 









译，中国社会科学出版社 1986 年版，第 368 页。布洛的论文题为《作为艺术因素和一种审美
原则的“心理距离”说》.发表于《英国心理学学》报 1912 年 6 月号。) [英国作家阿尔迪斯






苗华健、陈体仁译，中国对外翻译出版公司 1994版，第 108 页。) 
 









解放性的？” (Morse, Margaret. Virtualities: Television, Media Art, and Cyberculture. Bloomington 













































Grodal, T. 2003. Stories for eye, ear, and muscles: video games, media, and embodied experiences. In 
The video game theory reader. Edited by Mark J. P. Wolf, and Bernard Perron. New York: 
Routledge. 
 
Laurel, B. 1991. Computers as theatre. Reading, Mass.: Addison-Wesley Publishing Company. 
 
Murray, J. H. 1997. Hamlet on the holodeck. New York, NY: The Free Press.  
 
Ryan, Marie-Laure. 2001. Narrative as virtual reality: immersion and interactivity in literature and 
electronic media. Baltimore and London: The Johns Hopkins University Press.  
 
Ryan, Marie-Laure. 2005. Peeling the onion: Layers of interactivity in digital narrative texts. Based on 
a talk presented at the Conference "Interactivity of Digital Texts," Münster, Germany, May 
2005.  
 
Sobral,.D., et al. 2003. Managing authoring in plot conduction. In Virtual Storytelling: Using virtual 
reality technologies for storytelling. Second International Conference, ICVS 2003, 
Proceedings. Edited by Olivier Balet, Gérard Subsol, and Patrice Torguet. Berlin: Springer. 
 
Szilas, N. 2003. Authoring Highly Generative Interactive Drama. In Virtual Storytelling: Using 
Virtual Reality Technologies for Storytelling. Second International Conference. ICVS 2003, 
Proceedings. Edited by Olivier Balet, Gérard Subsol, and Patrice Torguet. Berlin: Springer. 
 
